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1. Introduction and motivation 
 
This project springs from a shared interest in what we call social gaming; combining our love for 
computer games with the creation and execution of a real world event in which young people 
who are interest in playing computer games, also referred to as gamers, can meet and network 
across social groups, ages and geographic location. These types of meetings are commonly 
referred to as LANs (a term taken from a technical computer abbreviation meaning Local Area 
Network), which emphasizes the fact that people usually bring their own computers, or laptops, 
and connect them to a network with the other participants. LAN events range from a small room 
of gamers, as was the case with this project’s prototype event, to large-scale events like the bi-
annual LAN event “Dreamhack” taking place in Sweden which is the world’s largest of its kind. 
 
As will be discussed in this paper, we believe that LAN events hold great potential in their ability 
to connect gamers in the real world. Not only does it contribute to a growing feeling of 
community but it also enables various experiences through physical, social and gestural 
interactions made possible by the spatial co-presence. Some of these social and performative 
elements of online and LAN based events can be understood in the light of Goffman’s work with 
“facework”, and reveals several key components that distinguish the experience of a LAN event 
in contrast to online gaming.  
 
When designing a LAN event, as any kind of performance, there are various important design 
parameters from the location to the step-by-step progression of the event. The key element of 
difference between the online game and the LAN event is the spatial performativity of the venue. 
This gives the mood and the experience of the setting a very high importance for the event, and a 
keystone of the LAN event is how the spatial performativity of the venue results in positive cues 
that enhance the gaming experience. 
 
From this perspective, the project sees a potential of the LAN event as an experience product as 
described by Pine and Gilmore (1998). Where Internet Cafés merely offer a service by making 
gaming and browsing available, the LAN event takes it to a different level by creating engaging 
and memorable experiences around social gaming. Taking into consideration the theory of 
Experience Economy we can gain a better understanding of how to create a better experience.  
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This project revolves around a practical design process that so far has resulted in a prototype 
LAN event the 5th of December as to prepare for a bigger event in February in corporation with 
the event makers The Arcade. The prototype event was a social gaming LAN event, originally 
planned for 15 to 20 people, with a certain competitive element, but with focus on community 
and social interactions. Uncontrollable circumstances, the winter storm “Bodil”, hindered the 
event to take place as planned, but still provided valuable experiences that will be used to 
improve the bigger upcoming event. 
 
This paper will present how our project has begun exploring the LAN event as a social gaming 
performance, our main considerations in terms of designing and planning our prototype event 
and how we will use these experiences to further develop our event concept. 
 
 
Research question 
 
How to design a LAN event as an experience economical product and how does the 
characteristic social interactions of the LAN event shape the experience? 
 
Sub-questions 
 What makes an experience economical product and how is good experiences designed? 
 Which effects does the spatial performativity have on the experience? 
 How can the social interaction, taking place at a LAN prototype event be conceptualized 
through Goffman’s theoretical framework and from this perspective how does the players’ 
physical co-presence affect the gaming experience? 
 How can Belbin’s theory of team roles inform a discussion on unintended behaviour that 
can break the flow of an event and what can be done to prevent it? 
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Definitions 
 
In the following are some of the key definitions of this paper, and how they are used in this 
context. 
 
Gaming 
Engaging in an activity around electronic games, either single player or multiplayer. Gaming can 
be professionally for monetary gain, but this paper will focus on the casual and voluntary 
gaming for fun and entertainment. Although it is not a direct interaction with the game itself, 
watching a stream or a video of gaming will in this paper to some extent be considered gaming, 
as it is an experience of the game. 
 
Gamer 
A gamer is a person who plays and has an interest in games, typically electronic games, board 
games or role-playing games. This paper will use the term to refer to persons who primarily 
engage in electronic games, although there’s often an overlap in interest. 
 
Social Gaming 
Social Gaming commonly refers to playing games with social interaction, in contrast to playing 
in solitude. Social gaming can refer to board games, roleplaying games, card games etc., but this 
paper focuses on social gaming in terms of LAN-gaming and to some extent MMO’s and online 
gaming.  
 
LAN (and LAN-event) 
LAN stands for Local Area Network, and is an interconnection of computers in a limited area. 
Before stable private Internet connection and online multiplayer games were available to the 
public, connecting your computers in a local grid was the only way to play with and against 
others. Today LAN and LAN-events often involves a global internet connection, but describes a 
group of gamers playing whilst physically together at the same place. 
 
Performative qualities 
In this paper we use the term performative qualities to describe the performance of objects of 
the environment and the environment itself. As Kirshenblatt-Gimblett writes, “object 
performance provides a particularly rich arena for the relationship between people and things.” 
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(Kirshenblatt-Gimblett 1999 p. 8) One area where this relationship is highlighted is in the 
museum, which she writes can be considered the Protestant theatre. In the same way, we see the 
venue as a spectacle of sorts, which influences its audience, and these characteristics of the 
setting, which cause this influence; we call its performative qualities.  
 
Spatial and temporal liveness 
We identify two distinct types of gaming in terms of their performative qualities. These two 
main types of gaming are: Large scale LAN events including private LAN parties and online 
gaming (from home) including streaming and YouTube videos. These two types of gaming are 
distinct in the way that the players interact with each other where they in the former are 
physically gathered and thus the event can be said to be spatially and temporally live as termed 
by Auslander (2008), and the players in the latter are all playing at the same time but from 
different locations connected through the internet which is then temporally live but not spatially 
which, as it will be argued, has significant consequences for the social interaction taking place. It 
has to be mentioned however that these two types of gaming are not mutually exclusive as a lot 
of the time an event will entail both dimension with some of the players participating being on-
site and some players being off-site.  
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Methodology 
 
To discuss the methodological concerns we have divided this section into two distinct parts. 
First will be describing the main methodology of understanding and developing our concept, 
which we have based on the framework of Design-based Research as presented by Gynther 
(2011). It is an approach that emphasizes the iterative, collaborative and pragmatic aspects 
design research.  
 
The second part will shortly discuss the epistemological perspective that the paper adopts, 
which is primarily determined by the choice of Goffman as the main theoretical contributor, and 
which issues this approach may entail. 
 
Design Based Research and our methodological approach 
 
Design Based Research, DBR, were originally commonly used in the development of educational 
or didactic design, and is a research method that generates new knowledge through processes 
that at the same time develops, tests and improves a design. The process can be based on 
development of new products and artefacts but also the utilization and implementation of 
existing ones. (Gynther 2011 p. 1)  
 
Design Based Research has certain basic assumptions which this project shares. A main 
assumption is that the context has significance for the experience and the process, leading to the 
conclusion that research cannot be isolated to a laboratory, but has to be studied in a context. 
(Ibid. p. 1) 
 
Another is that understanding and changing something is two sides of the same coin. In order to 
change something you need to understand it, and in order to understand something you need to 
change it. By this assumption DBR does not establish the classic distinction between research 
and development, but instead differentiates between research approaches that a) strives to 
understand a phenomenon and b) tries to simultaneously understand and improve a 
phenomenon. (Ibid. p. 1-2)  
 
This project, as well as DBR, wishes to both understand and contribute to improvements, hence 
this project will follow some of the framework of DBR. Some of the core principles of this 
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framework also functions as research guidelines. The orientation towards design means that a 
central focus in this project will be the development and test of “prototypes”, in order to 
systematically re-develop and iterate our design concept. The aim of this project is to 
systematically develop and improve a design concept as well as produce some design principles 
that can be of use in future designs. (Ibid. p. 2-3) 
 
The goal of the prototype is to obtain data in order to evaluate the design, and not necessarily to 
prove its quality or functionality. The prototype can give an idea whether the design concept is 
efficiently utilized, how and what about the design that is relevant and if the design is effective in 
terms of time, economics etc. (Ibid p. 3) 
 
Another important assumption is that the practitioners are valuable and necessary partners in a 
project. (Ibid. p. 3) Our project leans heavily on the expertise and guidance of our partners 
which are both planners, developers and participants of our field of study, LAN events, and we 
highly value the opinion and feedback of the participants of our prototype event.  
 
The design developed in a DBR project is founded on design theories, and reversely the test of 
designs contribute to the development of the design theories, giving DBR two goals: To improve 
theory as well as practise. Design experiments are therefore not to demonstrate that a given 
design works in praxis, but to further develop the theories lying behind the design. (Ibid. p. 3-4) 
This project has in its first steps not been focusing on criticising the theories themselves, but 
rather exploring what theoretical framework that was most helpful and applicable in designing 
our prototype. 
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This project leans on the Phase Model by Thomas Reeves, which is a four-step model. (Thomas 
Reeves in Gynther 2011 p. 6-7).  
 
 
(Source: Design-based Research Webliography) 
 
Phase 1 is “Problem Identification”, where a practical problem is analysed in cooperation with 
researchers and practitioners. Phase 2 is “Development of solutions” grounded in existing 
design principles and technological innovations, leading to Phase 3, “Iteration” where designs 
are tested in practice and the design solutions are systematically improved. Phase 4 is 
“Reflection”, where new or improved design principles are produced and the solution 
implementation is enhanced. As shown on the model above the process is in itself iterative, and 
after Phase 4 it is possible to return to either of the other 3 Phases, a continuous flow towards an 
optimal design as well as design theory and principles. 
 
Consequences of Cyclone Bodil 
 
It should be noted that since our first prototype event turned out to coincide with the Cyclone 
Bodil (http://en.wikipedia.org/wiki/Cyclone_Bodil), it had some notable consequences for the 
event and our plans in terms of documentation and collection of data. 
 
As a part of this project’s prototype event we had planned to document the event by video. The 
video documentation would work as a documentation of the event. It would also function as an 
essential journal of the event, since we were actively occupied during the event, and therefore 
unable to keep a manual journal of observations. But the storm stopped all public transportation, 
and hindered us in reaching the equipment and bringing it to the event. This leaves our only 
empirical data to be three informal interviews with three of the participants and a few pictures 
taken at the venue. 
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Another consequence was that more than half of the planned participants were unable to attend, 
and those who showed up were either delayed or forced to arrive early. This made our intended 
course of the event near impossible, resulting in an ad hoc decision to re-shape the event into a 
more simple and generic LAN event. 
 
This affected the project as a whole in two main ways. First of all we have very little empirical 
data besides our own recollections and experiences. And secondly we were unable to test our 
planned activities, putting us in a situation where we had no way to evaluate a main element of 
our planned event. 
 
We therefore added a social interaction perspective on the event with which we could analyse 
some of the performative qualities of a LAN event, and what lessons that could be learned from 
such an observation. 
 
Concerns with Goffman  
 
In order to explain some of the social interaction that took place during the event we looked to 
Goffman’s (1967) theories on facework and social rituals in everyday life. The actual analysis will 
be presented later on so in this section we only deal with some of the critique of his theory and 
approach. What Goffman has been criticized for by scholars such as Psathas (a critique that is 
summarized by Meyrowitz 1990), is that his is not explicit about his epistemological 
assumptions and that there exists little development of concepts that can be used 
transsituationally. (Psathas in Meyrowitz 1990 p. 1) An addition to this critique, as mentioned by 
Meyrowitz, has been that Goffman’s writing favours style instead of structure and that it fails to 
“(...) push on through to full possession of the theoretical territories he has reconnoitred.” 
(Collins in Meyrowitz 1990 p. 2) 
 
Concerning this critique we have following considerations. What we deem to be the case not 
only with the social interaction that Goffman writes about, but with the idea of performativity is 
that it deals with intangible phenomena which can perhaps be intuitively conceptualized and 
understood such as which objects and situations cause which impressions and who plays which 
role in a given setting, but that these phenomena are very difficult to substantiate through 
empirical claims since they are belonging to the realm of hermeneutic analysis and that they are 
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inherently subjective. As such one may argue that some areas of performance studies and the 
study of interaction that is proposed by Goffman is leaning on the edge of a philosophical 
discussion of what can be proven and objectively observed and what can perhaps only be 
subjectively experienced. However, if we are to accept that some experiences are universal 
among most people and that certain social behaviour to an extent can be generalized then 
Goffman’s theory holds interesting explanatory potential. It is an approach which resists rigid, 
mechanical conceptualizations of man that try to dissolve him into his most basic of components 
and instead focuses on the resulting behaviour of these components as a whole adhering to a 
subjective and human logic. We thus acknowledge the critique of Goffman yet still appreciate his 
work for its specific explanatory power that is difficult to find elsewhere. What we use the theory 
for ultimately is trying to enhance a design process that seeks to optimize an experience and its 
successful outcome in terms of social interaction.  
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2. Development process and our concept 
This project in phases 
 
 
(Source: Design-based Research Webliography) 
The following section will describe the process of this project in phases. It should be noted that 
this project has not worked with hard-framed phases but a more a fluid shift in and out of 
especially the first two phases. 
 
Phase 1 “Problem Identification” 
 
The initial plan 
The initial plan at the beginning of the project was to create an event that could demonstrate to 
people outside the gaming subculture, what and why gaming can be so attractive, engaging and 
almost addictive to some. The goal was not specifically to produce more gamers or to make 
gaming more popular, but to make it easier for non-gamers to better understand and interact 
with gamers. (For more details see Appendix A) 
 
The progress of this project was in the beginning troubled by various setbacks and challenges. It 
was originally a one-man group, although with an external collaborator, a company which 
designs and organizes events and happenings around electronic games, “The Arcade” 
(TheArcade.dk). Various circumstances halted the progress of the project and a few different 
arrangements with external co-operators failed, resulting in very little actual progress. 
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Re-setting and revitalizing 
With a month and a half left, the project got revitalized when another person joined the group, 
and we re-established the partnership with the Arcade as well as entered into a new partnership 
with the youth culture centre “Kraftwerket”. Together we identified a need for a gaming event 
targeted at gamers, a LAN-event concept which could entertain and engage.  
 
In terms of identifying practical challenges the project group collectively has some experience in 
terms of planning and preparing, and in cooperation with The Arcade, which has lots of 
experience in terms of LAN and gaming events, we had a good starting point. As the 
development of the design progressed we continuously evaluated and reconsidered which 
challenges arose. The main challenges and how we meet them will be presented in the next part 
of the chapter. 
 
Phase 2 “Development of solutions” 
 
We worked to create a concept, which would enforce the experience value of a LAN-event 
focused on what we perceive as the core elements: Gaming and socializing in a casual but 
engaging setting. We wanted to make an initial event concept of a certain size, between 30 and 
80, as we believe that this amount of people could make the event a buzzing social experience 
where the participants felt like part of a whole. This amount of people would make it possible to 
have different sets of activities during the event, and still leave room for people to choose 
whether to participate in the activities or simply play at their own pace. The prototype event was 
held at a slightly larger scale to test the design concept, and for us to gain experience. 
 
In terms of theoretical considerations we have been continuously studying and exploring 
different approaches and tools, in order to better understand and develop our concept. We have 
been looking at different theoretical frameworks like NABC (see Appendix B), Game Design 
Patterns, Gaming Culture, and Self Determination Theory among others. Some of these have 
been discarded because we saw little potential for practical application, but the majority we have 
discussed and used to broaden our understanding without explicitly using the theories in the 
design process. There are many design theories and principles but practically we have only 
explicitly used a few of them. In general we consider our performance a product of the 
Experience Economy introduced by Pine and Gilmore (1998). In terms of how we humans 
respond to design we have examined Karl T. Ulrich and Donald A. Norman, as well as how 
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Dorita Hannah and Gay McAuley present and employ the idea of Spatial Performativity. How we 
have used these theoretical frameworks are presented in the next chapter. 
 
Phase 3 “Iteration” 
As shown in our methodology we highly value testing and evaluating our design concept and 
design elements. We have worked towards establishing a prototype event to test our design, but 
up until then we had several small tests and iteration in order to have something that we had 
some confidence presenting to actual participants. We have weekly had meetings where we 
would brainstorm and develop our concept in terms of the activities, the content and what kind 
of experience we would like to create. At several occasions we have had small prototype sessions 
where we would play out an activity or test a game, a network or another practical element, in 
order to quickly gauge whether it had potential or had to be removed or replaced. In this process 
The Arcade have been helpful in terms of creating content and brainstorming, as well as 
practical solutions. 
 
On the day of the prototype event we tried out different arrangements of tables and game 
consoles until we found a setup, which appeared to be optimal in terms of how many people 
would attend and the activities. Early in the day when public transportation was shut down we 
began to receive cancellations, resulting in another last-minute re-arrangement. 
 
Due to circumstances we were not able to control many of the elements, which we were to test 
on the day our prototype event was impossible. Since participants were fewer and arrived at odd 
times we were unable to run the event as planned. But there were still certain elements, which 
we could test. Our main focus was how the practical arrangements accommodated the LAN 
experience and how the setting, including lighting, decorations etc., had an effect on the overall 
experience and mood. 
 
Phase 4 “Reflection” 
Our reflections have been primarily based on our experience of the event and the feedback 
which we have received from a few informal focus groups and some formal interviews (See 
Chapter 5). Since Force Majeure limited our means to test our design, it has been equally limited 
how much we can re-evaluate our design and design principles. 
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What we have learned is the importance of the setting and how it is a valuable asset in shaping 
the experience.  As written before, we have chosen an approach where we try to analyse the LAN 
experience in the light of Goffman and Meyrowitz in order to better understand the social 
aspects. This has given us certain insights in how to shape a successful gaming experience 
depending on the platform and the game played. 
 
In the process of this project we have established a connection with two new partners, which are 
interested in executing LAN events in larger scales, and with their experiences and input we will 
be working to improve our concept and reshape our design principles in order to harmonize 
with our newly acquired knowledge and the perspective of our new collaborator.  
 
Our concept, challenges and our solutions 
In the following our concept of event will be described and our considerations structured with 
Goldblatt's " wh " questions when working with events (Jensen 2013a p. 22-27) 
 
Why this event? 
Our aim is to create an engaging and eventful event for gamers, which can be reproduced and 
held as an recurring event. The first event was held as a prototype event the 5th of December 
2013, in a slightly smaller scale of 20 people, in order to test the concept and find strengths and 
weaknesses of the format. In February in the New Year we will hold a larger event where we try 
to optimize the event and enhance the individual's experience. 
 
The supply of gaming events is not yet so large that there is a definite competitive market, so we 
find it a good time to establish a foothold. The closest competition is private LAN events and net 
cafes. Compared to the event we attempt to provide, private LAN events are rarely of neither 
comparable size nor with participants in addition to a core group. Net cafes, though they can 
provide service to larger groups, offer no special events in addition to the standard service of the 
lending of computers. 
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Figure 1, above, shows how our core value and motivation, or "golden essence" is an “engaging 
social gaming experience for gamer”. (Jensen 2013b slide 25-26). 
 
  
Who are the stakeholders of the event? 
The prototype event was held at the youth cultural centre ”KraftWerket”. They volunteer the 
location and an adjacent kitchen. In return the event had to be open for the public. Their 
interest is promoting and strengthening cultural events, which engage the youth and creates 
activities. The event in February will most likely be taking place at larger adjacent culture house, 
Valby Kulturhus, as they provide more space, lights and various other materials we can use to 
enhance the event. They will be charging a few thousand, but has shown a willingness to reduce 
the costs, as our project, as a cultural event for youth, is in keeping with their goals and values. 
  
Our target audience are gamers (as defined earlier), and the purpose of the event is to engage 
them around their interests in a community with shared interests. At the proto-type event they 
brought their own computers, as it simplifies the process and allows them their personal settings. 
According to experienced planners it is a good way to do it, and it showed out to be true at our 
prototype event. At the prototype event we did not charge a participation fee but for the 
upcoming event there a smaller fee will be necessary to cover the increased expenses. 
  
We have established cooperation with the event planners “the Arcade”. They contribute with 
invaluable experience in terms of planning, developing concepts and practical appliance, as well 
as sparring and ideas. They also supply various artefacts and equipment to set the scene and 
facilitate the event. Their interest lies in contributing to events guided towards the gaming 
culture, finding our concept interesting. As a result of our successful cooperation they have 
joined us in the planning of the next event, taking place in February. Their expertise lies in the 
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creation of engaging gaming events rich in experiences, values that the project group shares 
equally. One of our new partners might be supplying financial backing for the next event, 
making it necessary for us to find out how eventual profits will be distributed, although plans for 
now is that profits go to improve the next event again. 
  
We have contacted various potential sponsors to the event, trying to finance food, drinks, prices 
and other extras that would contribute to the experience, as well as to supply the games to play. 
(See Appendix C). We offer an opportunity for the company to establish goodwill and a frame of 
promotion, even though we will limit the amount and “noise” of commercials and logos so that 
the event will not be a promotion stunt, but still clearly be an event for the sake of the 
participants. Even though we have received a positive interest in the event from various 
sponsors, none has been able to sponsor our event. But some sponsors have shown interest in 
sponsoring any upcoming events (See Appendix D), and our new partners already have deals 
with various sponsors. 
  
When should the event take place? 
Since it is an indoor event it can take place year round. We have initially chosen to hold a 
prototype event on Thursday, December 5th, so we had time to prepare and participants had 
time to schedule the event. At the prototype event we opened the doors at 3 pm so people could 
set up their computers and install the necessary software, and we offered them relevant 
assistance. The event activities were scheduled to commence at 6 pm, in time for people to arrive 
from work or education.  
 
It is our experience that gamer-events take time to build up some momentum (people should get 
to know each other while learning to cooperate / coordinate), so as to get maximum benefit, the 
prototype was a full-evening event, ending at 12 p.m., with a variety of game competitions over 
the evening. These were divided into several small breaks and mini events, to give participants 
time to get fresh air and stretch their legs while enabling further interaction in between teams. 
This also allowed time for participants to talk and exchange stories and anecdotes. The long 
duration required us to take food and drinks into account. Because of the potentially long 
duration and late end, we have considered that future events optimally should be on Friday or 
Saturday, and plans are that the event in February will stretch over an entire weekend. 
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Where will the event take place? 
The event should be held at a venue with room for a lot of people with computers, and access to 
kitchen facilities (to make/ arranged food). Since our audience to some extent are young people, 
it is certainly an advantage that it is easily accessible by public transport. For the prototype 
event we tried to keep the budget as low as possible, so a collaboration with Kraftwerket close to 
Valby Station, which has kitchen accommodations and was free of charge, was perfect. Our other 
partner The Arcade also has a close connection to Kraftwerket, which is beneficial on several 
levels. Kraftwerket also has various materials, which they provide, and essentially has an 
atmosphere, which encourages play and sets the scene for non-committal socializing. When we 
scale up the event, it will be necessary to find larger premises where we are considering Valby 
culture is the adjacent building. 
 
Compared to Bowdins categorization of events, this is a little complex local event, with relatively 
little effect on the community. (Jensen 2013a slide. 30-31) It is a local partnership to create 
some experiences, which will hopefully create unity around the event and the subculture, and 
hopefully it may form the basis of ownership and loyalty, so we can hold more of the same types 
of events per year. Therefore, it is important that it is an easily accessible location where 
participants even have the opportunity to arrange and hold further events. 
 
What are the contents of the event and what resources do they require? 
The event requires a large enough room, adequate amount of computers, various games, 
network access as well as food and drink. Kraftwerket provides the facilities and network and 
games we obtained by using freely available games (for future events we try to establish a deal 
with game providers). Food and drink we tried to get sponsored for our prototype event (or at 
least get a good price) so we can make it available cheap or free for participants. 
 
We did not require a participation fee at prototype event but for all future events, there will be 
an entry fee to cover increased expenses, and potentially to cover for some of the organizers' 
efforts. We will continue to work at acquiring sponsors. 
 
We, as a group, in collaboration with The Arcade are responsible for all planning and setup and 
clean up. There should also be one or two people to coordinate and control the events of the 
evening, and at least one person to technical support and practical tasks. If this is other than us, 
then they rewarded for their volunteer work with free meals. 
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Goals and expectations of the project 
Our focus was initially on the prototype event where 
we several times have brainstormed, pitched and 
iterated a number of concepts and ideas to each other 
and to our partners. In Figure 2 can be seen some of 
the core services we have found essential for creating 
a good event, and Figure 3 shows what is sought to 
achieve with these. These are the layers of our 
“Golden Circle” (Jensen 2013b slide 25-26). 
 
Our goal is to create a framework, which invites to no 
strings attached fun and community. At the same 
time, participants experienced enough framing and 
challenging content, which does not become a 
dominant and restriction setting experience, during 
which the participant is unsure about his purpose or 
bored. 
 
The evening should to be perceived as a large 
continuous process which people want to be in, and 
it is therefore important to participants' hunger, 
thirst and other necessities can be met. Both so the 
participants do not need to feel that something is 
missing, but more so as not to create distractions 
from the experience. 
 
A good atmosphere buzzing with commitment during 
which the competition must provide an underlying 
motivation to engage and retain participants in the 
experience. At the same time a light tone and inviting environment to try to facilitate a positive 
socializing around the participants' hobbies. The goal is to create an experience people will want 
to come back to, invite friends and create a breeding ground for future events. 
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3. Design and design considerations 
This chapter will present some of the theoretical framework, which we have based our design on, 
in order to create a better performance and develop an understanding of key design principles. 
These considerations are both in reference to our completed prototype event and our future 
planned LAN events. 
 
Our event as an product of the Experience Economy 
Joseph B. Pine II and James H. Gilmore introduced in 1999 the concept of "Experience 
economy" as "the fourth financial offer". Experiences are understood as the next stage of 
economic value, a "time-chronological development" from simple commodity to experiential 
added value. (Arendt 2006, p. 1)  We consider our performance an experience product, as we 
believe that the primary value of the event does not lie in the practical setting or the service of 
offering a venue to play but the accumulated experience of attending a social gaming event. 
  
An experience is formed when the customer is engaged in a memorable happening such as an 
event or performance. By this an experience is not a physical product or a specific service, but a 
memorial dignity that is unique and not fungible or interchangeable. (Pine & Gilmore, 1999, p. 
11-12). (Pine & Gilmore, 1998, p. 3-4). Where service provides a service that solves a practical 
problem, experience economic service it the service that becomes an unforgettable experience 
and lives on in the client. (Nielsen, 2008, p 141-142) This is exactly what we strive to achieve. 
Our goal is to give the participants such a good experience that they want to return and even 
share it with their friends. We want people to have good experiences and fond memories, and 
that is we we’ve based our design on the Experience Economy framework. 
Finding the sweet spot 
Pine and Gilmore sorts out experiences in 2 dimensions: Participation and Connection. (Pine & 
Gilmore, 1999, p 30) (Arendt 2006, p. 2) 
“Customer Participation" is the extent to which the customer affects the experience itself. It 
ranges from "passive participation", where customers do not directly influence or affect the 
performance. (e.g. watching TV or attending a classical concert), to “active participation", where 
customers personally affect the performance or event. (e.g. skiing, rock climbing or role-playing 
games.) (Pine & Gilmore, 1999, p 30)  
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"Connection" measures how engrossed the customer is in experience. Connection ranges from 
"Absorption", where the participant spectates the event from a distance (e.g. A football game as 
seen from the upper balcony) to "Immersion" in which the audience is completely immersed in 
the experience (e.g. A football game viewed from the first row). (Pine & Gilmore 1999, p. 30) 
From these two dimensions, experiences can be divided into four categories as can be seen in 
the picture below. 
 
“Entertainment”, occur when the guest passively absorb the experiences but has no effect of 
the performance. (e.g. Watching TV). “Education” is still an absorption but with active 
participation of the individual, and does not have to be strictly intellectual education but also 
physically. (e.g. a teaching situation) “Escapist”, involves a much greater and complete 
immersion in the experience and actively involved participants. (e.g. Traveling around the world, 
theme parks and paintball) and “Aesthetic” experiences occur with great immersion, but 
where the individual has little to no influence on the environment. (e.g. seeing an art exhibition). 
(Pine & Gilmore, 1999, p. 33-38). 
In terms of our event, there is no doubt that an active participation is required. The primary 
experience will be the participant playing a game, involved in an activity or simple actively 
taking part in a social context. At the same time we aim for a very immersive experience, where 
the participants activities, gaming and social make up the very core of the experience. You could 
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argue that experiencing the other players, the decorations and the venue itself could qualify the 
experience to be partly absorption, but that is just the backdrop of the experience. The 
experience we want to create is clearly an Escapist experience with great immersion and very 
active participants. 
In order to create an optimal and complete experience, it is necessary to understand and find the 
right balance between the two dimensions, "The Sweet Spot", so the experience will be a 
combination and harmony of all the necessary elements. (Pine & Gilmore, 1999, pp. 39-40). 
(Pine & Gilmore 1998, p. 8). We want to give the participants and Escapist experience and this 
gives us some clues as how to optimize the experience - by letting the various elements 
contribute to an immersion and to guide the participants to actively engage in the event. 
5 principles of good experience design 
Pine and Gilmore presents 5 key parameters to shape a good experience economic product. 
(Pine & Gilmore, 1998, pp. 8-11). We work with the five key parameters that Pine and Gilmore 
(1998) propose in optimizing an experience product. In the following will be our main 
considerations in terms of these five key parameters of a good experience economic product. 
 
"Theme the Experience" 
To maintain customer interest and enhance the overall impression it is important that the 
experience has a recurring theme that the customer can organize his impressions around. " A 
theme can capture the audience's attention and plays to the imagination and curiosity." (Pine & 
Gilmore 1998, p.8) 
 
In the design process we have worked to establish a theme befitting the event, and along the way 
we have tried and discarded quite a few. The theme was from the very start important for us to 
set the right mood and to engage the participants in a universe they knew and liked. It is also 
reflected in for example our sponsorship application (see Appendix C), where we point out that 
even the sponsored elements would be implemented into the theme. 
  
Our event concept is about gaming, and it was important for us that the theme would mirror 
that, maybe being a specific game world theme. At first when our main focus was on the game 
Diablo II, we build up a theme around this. We considered a “Angels VS Demons” theme in 
continuation of the game, but it did not work with the gaming concept since we wanted to split 
the players into many different fractions, inconsistent with that theme. To compensate we 
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worked on a sub-theme of the Archangel looking for the next Champion of Angels, which would 
be the winner of the event, but the theme quickly became washed out, or at least hard to 
incorporate into the event with the resources available. Eventually when we ended on a event 
concept were the participants were to be divided into small groups of two and play various 
different classical games, we settled on a theme that was exactly this; “Classical Games”. The 
different groups were assigned a specific game world, like Zelda, Pokémon or Warcraft, and had 
to come up with battle cries, names and a insignia according to that game. On top of that the 
colour of light at their table would harmonize with their game and be their team colour. The 
thought was to emerge the participants into a narrative that they were somewhat familiar with 
that harmonised with the event itself. 
 
 
As seen on the picture above we strive to make the venue have a very strong feel to it. It was 
important that the setting felt like it was prepared and intended for an event. 
 
"Harmonize impressions with positive cues " 
It is important to compliment the theme of positive signals that are consistent with 
Theme, as these make it easier to create and maintain the desired atmosphere. Sound and clear 
signals amplifies the customer experience and in harmony creates the basis for a memorable 
experience. (Pine & Gilmore 1998, p.8) 
 
Making the participants invest in the theme by creating battle cries etc. would not only be an 
early stepping stone into the theme, but would also work to constantly reinforce the theme every 
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time they called out and looked around. We as humans also have a tendency to define ourselves 
in contrast to others. Making the opposing groups theme visible with the colour of lighting and 
by hearing their battle cries also works to reinforce a sense of belonging to your group and a 
opposition to others. 
 
To harmonize with the overall theme “Classical Gaming” we also worked to make different 
practical elements be part of that theme. For example what we served to drink we coloured red 
or blue, and presented is as “Health” and “Mana”, a very basic component of the majority of 
games. (See picture above) 
  
  
"Eliminate negative cues " 
 
Negative and interfering signals must be eliminated, as they detract from the experience. (Pine 
& Gilmore, 1998, p 9) By eliminating negative cues or confusing signals, which may 
interfere with the impression we wish to create, we strengthen the overall experience of 
the theme, and can better control the experience of the participants. 
  
For example the tables available at Kraftwerket came in different colours and in various 
stages of wear and tear as. By covering the tables with dark cloth we made them stand 
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out less and created a more uniform looking room, herby changing this potential 
interfering cue and enabling us to control the experience. 
  
Another thing we did was to clean the room of interfering artefacts such as the 
aforementioned rack of board games and the various posters on the walls. If time had 
permitted it we could probably also have tried to cover the muriel and instead put up a 
poster of our own. By removing this various titbits we reduced the amount of potential 
negative cue, as well as making the room more open and inviting. Through the prototype 
we also worked to continuously clean away any trash, empty bottles etc. Also by making 
all necessary electrical sockets and Internet cables available, we made sure that a lack of 
service was not to ruin the experience. 
  
Since the event lasts an entire night one major potential negative cue that we have tried 
to take into consideration was hunger and thirst. Not only would the serve as negative 
elements in the event, but also each participant would have to take time away from the 
event, potentially breaking the illusion of a continuous experience. We have tried to 
contact different sponsors so that we could provide food and drinks, which did not 
succeed at the prototype event. Instead we improvised and made a group trip to a local 
shop, so as to continue the feeling of community. This interruption we hope to either 
smooth out or to eliminate at the next event. 
 
 
"Mix in memorabilia " 
A memorabilia is something that the customer can attach his memories of the experience to and 
it can increase the chance that the customer builds a bond and emotional attachment over time, 
making it more likely that they will return. (Pine & Gilmore 1998, p. 10) 
  
We had plans to make a video of the event to promote the event, but also to have something that 
reminded the participants of the event afterwards. Our plan was to make a video of quite high 
quality that captured the fun and most entertaining elements of the event, so that the 
participants could take ownership of the event and reinforce the experience. On top of this we’ve 
planned to implement various prizes and rewards that not only will make the activities more 
attractive and hopefully spur a bigger commitment (without the competitiveness being the 
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foundation of the experience) and eventually work as memorabilia. We believe that the games 
themselves played at the event can remind them of the good times. 
 
"Engage all five senses" 
By stimulating all five senses opens up a new range of possibilities while making the experience 
easier to remember. (Pine & Gilmore 1998, p 11) 
 
We’ve done our best as to keep in mind that all the sensory inputs of our participants will add 
positively to the experience, or at least not have a negative effect. For example in terms of visual 
impressions we’ve made sure to remove the most disturbing or out-of-place objects, covered the 
tables to give a more controlled, inviting and uniform appearance and set up coloured lighting in 
order to control and create the desired visual stimuli. We cleaned up to eliminate a very closed 
in smell and make the room more inviting. In terms of taste we introduced the “Health and 
Mana”-gimmick so that people had something to drink all the time, and in regards of tactility 
the tablecloths worked to simplify and clean up the sensations. We’ve considered at great length 
whether to have an actual DJ to play through the event, and as a bare minimum will be playing a 
underlining music to complete the mood and experience. 
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Kraftwerket as a venue and its Spatial Performativity 
In the following, we will try analyse the venue ”Kraftwerket” in terms of its performative 
qualities as a piece of architecture and the performative qualities of the room in which we held 
the event in order to gain a better understanding of how it both enables and inhibits the type of 
event that we wished to create. For this analysis we will draw on the work of Doritah Hannah 
and her ideas concerning the performative qualities of spaces and how they can facilitate or 
encourage certain behaviour in the individual, but also how it can subtly influences the mind 
towards certain associations or themes. 
 
Dorita Hannah amongst others calls to awareness of “Spatial performativity” and challenges the 
notion of theatre architecture as inanimate objects. Instead she argues that a venue, setting, 
interior, props etc. has to be considered a performative phenomenon that affect the experience 
of the performance as well as the performances itself. (Hannah 2008, p. 43) We must consider 
what role the architecture itself plays in the event: “Not what it is, but what it does” (ibid. p. 43)  
 
As it can be seen of the picture above, Kraftwerket is quite an unusual building for a youth 
culture venue, which is situated no more than 3-4 kilometres from inner Copenhagen. If we 
were to apply the hermeneutic approach of Hannah on this locality we could perhaps say that 
although close to the centre this building is in a part of the city usually associated with industrial 
spaces and tall concrete buildings holding public bureaucracies and the local police station. It is 
Semesterprojekt  Performance Design Bachelormodul 20. december 2013 
28 of 64 
one of the last parts of inner Copenhagen people drive by before they leave the city by the main 
road ”Gammel Køge Landevej” that connects with the main highway E20 further out. As such 
one could say that Valby creates an interesting bridge between the posh Frederiksberg, and the 
industrial and more barren Sydhavn and there in fact so happens to be a bridge over the train 
tracks at Valby St. as a peculiar coincidence. On this brink of town, Kraftwerket stands as an old-
looking brick house which has probably served a different purpose in its time of conception but 
now houses a youth culture venue which is funded the by municipality of Copenhagen in their 
effort to support youth leisure activity. 
 
As we enter the house and later the room of the event (see above and Appendix D - before), we 
are presented with grey linoleum floors and a distinct feeling from the interior such as a rack of 
board games that this place has the ambiance of a public institution such as a Danish 
kindergarten. In such a place the interior is usually bland looking and functionality is the top 
priority and you typically also see re-used or refurbished chairs and tables. On the walls you 
have a paintings of fat guys in a pool and on the other wall you have a poster from a recent 
organizer's meeting. As it may have become apparent from these descriptions and pictures, this 
venue poses significant challenges for events such as the one we were to create since the space 
can invoke certain connotations that one would not link to a gaming event based in a fantasy 
setting. Furthermore, it is dominated by the furniture some of which is broken and since it does 
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not exactly provide a lot of space, which is a product of the division of the floors that is 
conservative in its allocation. 
 
Spatial performativity is how the architecture frames a specific set of behaviours or interactions. 
(Hannah 2008 p. 47). As Kristine Samson describes this, the room, the architecture and the 
place itself have a significance and importance to the event. Through a relation between the 
room, the staging and embodiment as well as the actions and events of the location a dynamic 
relation emerges, which affects the audience and influences their engagement and actions. 
(Samson 2013, s. 45) But knowing that every element of an performance is a potential signifier 
can be used to shape an experience. An awareness of these spatial signifiers can facilitate an 
transforming of a performance experience from one of passive spectating to active engagement 
and imaginative co-creation. The performance architecture has a potential to engage and co-
create an experience with the right spatial performativity. (Hannah 2008 p. 47).  
 
A parallel can drawn to the design principles of Pine and Gilmore and the important awareness 
of positive and negative cues that affect the experience. The notion of spatial performativity 
further tells us that not only can seemingly insignificant elements enforce or disrupt a theme 
and an atmosphere, but it can also affect how the participants interact with the performance. 
For example by placing the tables so that the participants aren’t facing a wall but able to see each 
other can lead to more interaction, or at least an increased feeling of being a part of something 
bigger. (See picture below) 
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Or by sitting the participants together in their teams we increase the feeling of team spirit and 
increase the likelihood of interactions and strategizing. In general we try to establish a room that 
helps to give the participants a feeling of being a part of something, and reinforce the experience 
of being in a place designed for gaming. Another thing that we need to be aware of is the risk 
that the sum of un-designed and uncontrolled spatial signifiers corrupt the experience or that 
the experience becomes something else than intended.  
 
Resources versus performative qualities (cost-effectiveness) 
One of the most important considerations that appeared during the planning of the event was 
how to allocate resources into developing a certain element of the event, taking into 
consideration that element's actual performative qualities and how much it would add to the 
experience of the participants. Goffman (1969) talks of this as ”dramatic realization” and uses it 
in the context of an individual performing a task or simply an activity in front of others. What 
becomes apparent from his observations is that an individual sometimes needs to dramatize his 
activity for it to become significant to others. (Goffman 1969 p. 27) Furthermore, there might 
not always be a direct connection between the effort and time put into the activity and the size of 
its impression on the audience simply because it is not obviously visible to the audience. 
Extending these ideas to the realm of creating concepts and interior for an event, we can look at 
the objects and special organizing features of the events as things that need to demonstrate their 
performative qualities to be of value or worthwhile to create. In our specific case we had a 
number of these discussions concerning an items performative qualities and thus its importance 
for the event. 
 
One of the first games we considered for the event was the pc game title Diablo 2, which has an 
abundance of symbols and a narrative taken from a fantasy universe with demons and angels. As 
one of the many iconic symbols of this universe we wished to take the idea of a Health and Mana 
cauldron, which in the game are used as gauges of the player's status, and make it into a real life 
prop so to create a visual theme that transcended the computer game into the room. What 
turned out to be the case though was that it was monetarily a big investment, and thus it was not 
cost-effective. This problem of what is available is always a problem of an event, however in this 
case the performative quality of the cauldron might have carried more performative qualities 
than say the lighting we put up, which is why sometimes perhaps the even smallest things can be 
essential for the level of immersion they can create. 
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In this regard it seems that there is a certain threshold that an event has to step over for it to 
become immersive and believable for the participants. We need the electricity, the seats and 
tables, the toilets etc. which can all be considered to be the infrastructure of the event, but 
beside those we also need the coloured lighting, the ambiance, the poster on the wall, the big 
human sized demon statue or the health and Mana cauldron, and whatever else one can come 
up with, to create that final level of immersiveness which it turns out is a very subjective feature 
of an event. That final touch which makes the room or presentation feel ”adequate”. This is also 
a quite brutal aspect of creating events since one can have arranged so many different aspects of 
it, but without this or that mantelpiece the whole thing may fall apart. We can perhaps try to 
imagine a wedding but with a missing wedding cake, a missing feature which can make the 
whole thing fall apart. 
 
One of those mantelpieces of our event could perhaps have been the Mana and health cauldron. 
Another mantelpiece that we also ultimately had to give up on was an elaborate plan to 
incorporate an element of real life role-play into the game experience. We had started 
developing a concept of a card game and role-play running alongside the event, however when 
we finally got around to actually playing the pc game it turned out that the extra dimension was 
killing the immersion instead of helping it. 
 
What we then learned from this is that performative features of an event can quickly fall apart 
because of resource constraints or because they simply turn out not to work. Perhaps this is one 
of the main arguments for doing at least a rehearsal as part of a contingency plan before an 
event to ensure that elements are working to some extent if not as intended. As such the event 
that we held can be regarded as a prototype event in which a lot of crucial experiences were 
made to guide future events. 
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4. The social interaction aspect of a LAN event 
The differences between LANs and online gaming 
 
In the last decade, gaming has increasingly gone from being a local single or multiplayer 
experience in which people would gather at someone's house to play in front of his computer or 
console, to becoming a single player/mediated-multiplayer experience in which one player is 
connecting to multiplayer games from his home. This mode of play has been facilitated by the 
spread of broadband internet connections in homes, which started around 1999 in Denmark and 
now enjoys a 97 per cent penetration rate, and by so-called ”cloud” infrastructure which is huge 
networks of computer servers that host games and pair players with each other based on 
geographical location and skill level among other factors. This change has led to some 
comprehensive change seen from a performance perspective, in which the dynamics of player 
interaction has been altered dramatically on a number of levels. From the perspective of 
Goffman and his ideas concerning the roles we play in social interaction and how we protect 
ourselves and others from “losing face”, the change is radical since most of the clues that players 
would usually use to assess each other in terms of social status and demeanour are gone. What 
player interaction is reduced to in online gaming environments is either voice chat, as it is seen 
in the massively popular Call of Duty, or to text chat as it is seen in the MOBA game League of 
Legends. The elements of the performance are thus scarce and especially in the text chat 
scenario, players are left to guess about other players' nationality, age, and gender among other 
features. This exact anonymity of online gaming and also online communication in general has 
led to the phenomenon of cyber bullying and abusive conduct which we will not particularly 
delve into in this paper though. A point however is perhaps that if we take away most of the 
social cues of interaction, people become mere illusory participants with which no true 
meaningful correspondence can be had. 
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Goffman’s face work and the LAN event 
 
As it was just mentioned, one of the ways in which the LAN event differs from the online 
experience is in the way that social interaction takes place. More specifically, the “face work” 
that can be performed in the local and live setting is in the online setting almost non-existent. 
The term “face work” used here, is the one presented by Erving Goffman (1967) in his writing on 
the social rituals that people perform in everyday life to negotiate their social standing which he 
argues is universal feature of human behaviour across cultures. (Goffman in Meyrowitz 1990 
p ???).  Using his approach we may thus try to analyse the various rituals people perform during 
a LAN event and how some of these rituals simply cannot take place or do not make sense in a 
strictly online setting. 
 
As Goffman (1967) notes, a key feature of social interactions is the element of face work or how 
we manage other’s perception of us. He defines face as “the positive social value a person 
effectively claims for himself by the line others assume he has taken during a particular contact.” 
(Goffman 1967 p. 5) The “line” he speaks of is “(...) a pattern of verbal and nonverbal acts by 
which [a person] expresses his view of the situation and through this his evaluation of the 
participants, especially himself.” (Ibid. p. 5) In our interaction with others, we are thus 
compelled to relate to our own face but also the face of others and furthermore we also act in 
ways that maintains these, which is what Goffman calls “face work”. This system of rituals, he 
sees as fundamental for human interaction across cultures and something that is intrinsic to 
human nature. Goffman also notes that these lines we take, are usually of a legitimized 
institutionalized kind and thus a person will only have a certain small amount of lines available 
to him that he can legitimately take on in a given setting. (Ibid. p. 7) So the outcome of the line 
taken can be said to result in the person’s face at a given time. This can lead to some issues 
arising especially if a person threatens the face of someone else either intentionally or 
unintentionally.  
 
Challenges to another participant’s face 
 
In one situation taken from the LAN event, during the heat of battle one player complained in 
loud manner about his teammates lacking ability to help him out which resulted in him dying in 
the game. Almost immediately afterwards another player got involved in the situation by saying 
that “We’re not playing HoN” which is a game known for its verbally abusive community 
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implicitly saying that the first person was out of line and that he needed to calm down. Goffman 
would explain this behaviour as protecting someone else’s face through the language of hint or 
“the language of innuendo, ambiguities, well-placed pauses, carefully worded jokes and so on.” 
(Goffman 1967 p. 30) As Goffman explains, we not only have a stake in the preservation of our 
own face but also that of others perhaps because we identify with them or care for them, which 
result in a sort of a tacit contract we have to maintain the faces of all parties present. So the way 
the situation is dealt with in this instance is that someone, other than the person whose face is 
attacked, takes it upon himself to apply corrective measures to the situation, and then gives the 
participant who exclaimed the original statement to somehow accept this correction and show 
that he paid attention to it either by excusing himself in some way or another or to just not say 
that type of thing again. This process is what Goffman calls the corrective process, which is the 
way challenges to face commonly are dealt with. What becomes apparent from this setting is 
that there exists a social structure that is a feature of the co-presence of the participants and 
them mutually monitoring each other. (Goffman in Meyrowitz 1990 p. 85) Of course, the 
participants may also on their own initiative try to censor themselves for example if they 
perceive that another participant is insecure or otherwise in a weak position which they can 
observe through gestures, intonation and other social clues. In this way, if the participants all 
implicitly agree to the tacit contract of face saving then they can find different ways to deal with 
threats to a participant’s face that may suddenly emerge. As a side note, this may not always 
happen and as a performance designer one can put measures in place to avoid abuse towards 
other players. 
 
“The player on the other end” 
 
However, this mutual monitoring was inhibited during some of the games that were played in 
the event, since one of the participants was sitting from home playing the game. As was also 
noted by two of the three interviewees we talked to after the event, the physical absence of the 
online participant caused a number of challenges. As Meyrowitz notes, in his work that tries to 
extend on the ideas of Goffman, he argues, “(...) Goffman’s analytically neat view of ‘naturally-
bounded’ face-to-face interactions is losing much of its experiential primacy.” (Meyrowitz 1990 
p. 87) Instead of talking about place-bound, face-to-face interaction as the only form of social 
interaction one should instead talk of “the types of behaviours that are available for other 
people’s scrutiny.” (Ibid. p. 88) What happened at the event was one type of mediated 
communication that was indeed very limited. One participant that was physically there was 
Semesterprojekt  Performance Design Bachelormodul 20. december 2013 
35 of 64 
talking to the online one on voice chat, but no one else in the room could really communicate 
with him. It is therefore important that when we stress the challenge this kind of mediated 
interaction resulted in, it is not necessarily the common way of mediated communication, which 
could have been everything from having his voice heard by all participants to having him stream 
video of his face also. However, in the situation in which the participants encountered him, it 
can be argued that there existed significant barriers of perception or that their access to 
information and social clues about him was severely limited.  
 
Some of the consequences of this were that at first people tried to talk to the online person 
through the participant that was voice chatting with him. When these attempts failed they 
started complaining about his behaviour more or less openly and the person who was chatting 
with him was also talking to him in a demeaning manner.  The face work that had been apparent 
in the other physical instances of face challenges was diminished perhaps also because no one 
was ever confronted with any reaction to their comments. 
 
Team roles in the LAN event 
 
One of the things that became apparent in the event during the period of time playing Diablo 2 
was that the “flow” of the gaming was hindered by lack of cooperation and organization. As one 
of the participants put it in one of the feedback interviews, “It was like a headless chicken” (Det 
var som en kylling uden hoved). The problem that seemed to arise was that when we tried to 
play 6 people simultaneously the lack of coordination or lack of role assignments and tacit rules 
made the gaming experience degrade quickly. The game which is usually meant to be about 
killing monsters and progressing through quests instead became a game of who could grab the 
best items and gear for themselves from under the nose of their teammates which gradually 
made people quit the game or start playing over-casually and counter-productively instead. 
What seemed to be the case was that even with the game rules in place, another set of tacit rules 
and perhaps a certain cooperative spirit was missing under which the normal gameplay could 
not work. This phenomenon can on a principal level be said to be apparent in all events 
involving participant behaviour and where participants are expected to act in certain way or 
perhaps share resources in an organized manner that makes it a central concern to a 
performance designer. 
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To understand this phenomenon it seems relevant to look at the rules and guidelines we must 
create as designers of an event and how things may turn out if these are not in place. More 
specifically it may turn out to be better to think of it as social roles or team roles as the ones 
termed by Belbin in his writings on workplace teamwork. One of Belbin’s crucial points is how 
the successful work output of a team is related to its composition of roles and how one can 
define a set number of roles or useful behaviours. (Belbin 2010 p. 21) According to his theory, 
nine different team roles or functions can be distinguished that each have a unique contribution 
to the work output, however as he mentions these roles are not mutually exclusive and a team 
member can thus have more than one role at a given time. A note about these roles is that they 
are not functional classifications, but that they are roles that people choose “(...) adjusted to 
their natural disposition and the social setting.” (Ibid. p. 24) Where this theory becomes relevant 
is in its attention to roles in team composition and their influence on that team’s successful or 
unsuccessful dynamic. As such, one could also have looked at other psychological theories of 
personality such as Jung’s personality indices or The Big Five by Costa and McRae among other 
influential personality theories, however where Belbin’s theory differentiates itself is through its 
focus on roles in problem solving tasks and not on creating a comprehensive model of general 
personality traits. It can therefore, with some modifications, inform a discussion on role 
allocation in gaming which can be conceived as a problem oriented task. In this paper we will 
not discuss the epistemological assumptions of this theory, but assume it to bear some truth due 
to it being conceived in close relation to field work that Belbin and his research partners have 
conducted. We do not argue that team roles alone are a good predictor of outcomes but merely 
use the framework for a discussion. 
 
One of the key phrases that describes Belbin’s team role theory in relation to our setting is: 
“People need to know where they stand in relation to others if they are to succeed in establishing 
working relationships.” (Ibid. p. 48) It therefore makes sense as a performance designer to think 
about roles to a certain extent when trying to engage participants in interaction with each other. 
One of the results that Belbin and his team arrived at was that merely raising self-awareness 
about the team roles framework and the strength and weakness or the over and under-
represented qualities a group had made them come up with strategies to overcome these 
problems.  
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The team worker, the co-ordinator and the monitor evaluator 
 
Two of the roles that seem to be highly relevant to the flow of a gaming experience are the ones 
called team worker, coordinator and monitor evaluator. One of the situations that perhaps 
started the degradation of play was that one player at a given point did not wait on the other 
players and started to go explore by himself. Since no function had been appointed to address 
this kind of behaviour it quickly led to an “every man for himself” approach in which teamwork 
quickly disappeared. Following the framework, one way of dealing with this kind of behaviour 
could have been to instate a monitor evaluator role, whose strengths are defined as “sober, 
strategic, discerning” (ibid p. 22) which could be chosen by the group or the performance 
designer to divide the spoils of war between the players in a balanced way. Another way could 
have been to try and promote the teamwork function in all players, which is described as role 
that is “cooperative, mild, perceptive, diplomatic” (ibid p. 22). Finally, one could have appointed 
a team leader or coordinator that is characterized as “Mature, confident, a good chairperson.” 
(Ibid. p. 22) How one would go about assigning this role would of course be a challenge in itself. 
But all in all an increased attention to the particular destructive dynamic that became apparent 
in Diablo 2 and how to resolve it through role allocation or increasing group self-awareness 
would arguably have been beneficial. As it can be noted, the role allocation process is not really 
an exact science but yet an important aspect of problem based group work that one should at 
least consider in events involving group interaction. Furthermore, this framework does not 
exclusively relate to gaming but also can also be utilized to other events in which participants 
can be thought of as participants creating the event and in which certain destructive behaviour 
may threaten to ruin an experience for others.  
 
Discussion 
 
What appears to be the overall picture in the past considerations on social interaction and team 
roles is that the way we choose to organize the interaction of an event both spatially (live vs 
mediated) and which roles we directly or indirectly assign to people matters greatly. What can 
also be argued is that the LAN event holds a great potential for reaching positive outcomes in a 
competitive interaction since the participants are inclined to feel a stronger social obligation 
towards each other at least if the event is relatively small-scale. At events such as Dreamhack 
which is a large-scale event in which people arrive in groups and stick to these groups it can not 
solely be seen as a LAN event in terms of performance but must perhaps be regarded as many 
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smaller LAN events which share a spatial and temporal setting. The social interactions discussed 
would perhaps not hold, but the lesson about organizing events and interaction based on roles 
may still work. Perhaps though one would have to expand this theory with some intergroup 
theory for a framework that could guide such a big event. However, as Belbin noted about 
teamwork defining some overall roles for an event may take it from being a chaotic experience to 
a more engaging role-play where participants oddly enough can feel freer because of the defined 
social boundaries. An example of such a role could be that each competitive team had an 
ambassador that had to greet the other team, or that one could create leader and messenger 
roles, which could create a type of role-play, dimension to the overall gaming experience. The 
better these roles are defined and of course based on some kind of enjoyment and utility 
principles the better a LAN experience can facilitate certain desired interaction and behaviour. 
The drawback of such intricate schemes are however that they can be quite time consuming to 
develop and may end up not working as intended or yielding little extra value to the event. The 
creation of such schemes are after all not an exact science but instead to some extent a form of 
art as it to some extent has elements of script writing and the visualizing and directing of 
participants as actors.  
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5. Feedback from prototype event  
 
General feedback from participants of the LAN-event 
  
After the event we have talked to the participants about their experiences of the event. We were 
interested in how the venue and the setting worked for them in terms of mood and practicality, 
as well as what parts of the event they liked and where there’s room for improvement. Even 
though we for obvious reasons were unable to get feedback from the gaming content we had 
planned, it was valuable for us to get a feeling of how the ad hoc content worked out for the 
participants. We have had several informal conversations with participants. To document the 
feedback we’ve taped 3 of them and transcribed the key elements of their feedback (see 
appendix F). The interviews will be referenced as I1 (Interview 1), I2 and I3. 
  
Positive feedback 
All in all people seemed to have a good time and enjoyed what they considered a comfortable 
and casual LAN-event. (I2, 06:30)(I3, 00:24) 
  
In terms of the mood and the setting, people have been comfortable. Those who had prior 
experiences with the venue found that our arranging and lighting made the best of it, and people 
found that the dampened light and coloured lighting really made the setting. (I3, 01:10)(I2, 
02:50 + 03:30)(I1, 02:00 + 16:30). Some noted that they were pleased that we had prepared 
both electrical sockets and Internet cables, so all they had to do was plug in and play. (I2, 07:50) 
  
People seem to have been enjoying the second part of the event the most, playing LoL. It seems 
that particularly the teamwork the game promoted was important. (I1, 08:00+10:40) (I3, 01:45). 
People had gotten to know each other a bit more, and people worked together to work up a 
mood. (I1, 15.00) 
  
Improvement potential 
It seems to be a mutual experience that having the tenth player not present resulted in a lesser 
experience. (I2, 04:50 + 08:50)(I1, 09:50 + 15:50) It was missing the personal presence that was 
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important to the general mood, and the fact that communication with him was very limited it 
felt out of place. 
  
Even though there was a skill gap between the players, generally it worked out with swapping 
teams around trying to balance the game. But there were some of the more skilled players that 
did not give the new players an easy time, which resulted in the new players losing interest and 
diminishing their enjoyment. (I1, 09:50) 
  
A lot have pointed out that prearranged teams sitting together could have added to the 
experience, since it would make it easier to strategize, communicate and get a sense of team 
spirit. One suggested that we used the lighting to divide the room in teams, as to enforce that 
feeling of belonging. (I1, 10:40)(I2, 06:00 + 03:06) We also believe that it would have made it 
possible to balance the teams out a bit more, to reduce the stress of the loosing side. 
  
On a more practical note the Internet connection was not good enough. Whether it was the 
storm taxing the network or not, when all 10 people used the local network, it started lagging 
and disconnecting. (I3, 1:35)(I2, 08:00) Luckily some people were able to connect to their 
cellular network, as to not stop the event completely. 
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6. Conclusion 
 
During the course of this paper, we have tried to account for the design process and general 
considerations we had leading up to the LAN event that was held on December 5th, given an 
analysis of some of the social rituals and interactions that took place during the event seen from 
the perspectives of Goffman (1967) and Belbin (2010), and finally we have tried to discuss the 
feedback we received and the following reflections we have had on improving the format of the 
event for the future.  
 
Overall, we managed to create a good experience for the participants in spite of the 
circumstances surrounding the event, which was the big, Danish storm “Bodil”. However, we did 
not get to execute as well-designed an event as originally planned but were limited to leaving out 
some of the ideas that we had considered since some of them required more participants and 
others had not been fully constructed in time. What we ended up creating instead was a 
prototype event which could act as an iteration of our design process and which could reveal 
some of the social interaction that this kind of event facilitates and the behaviours that can be 
detrimental to the flow and success of such an event.  
 
In terms of design and design principles we’re working to understand the importance of shaping 
every element of the performance as to compliment and enhance the desired experience. Pine 
and Gilmore presents how a theme is fundamental in framing the experience and the important 
awareness of positive and negative cues that affect the experience. In accordance the notion of 
spatial performativity further tells us that not only can seemingly insignificant elements can 
enforce or disrupt a theme and an atmosphere, but it can also affect how the participants 
interact with the performance. So the design of an event experience should always be thought of 
as a thematic whole, but implemented and enforced from the bottom up as well. 
 
On the social interaction side of the event, what we discovered was that a certain game (Diablo 
2) required better role assignments since it otherwise could lead players to engage in self-
centred behaviour that ended up ruining the game. As another indicator of this, the game 
(League of Legends) that had itself a better built-in role assignment framework worked out 
better and seemed to create better social interaction. Another lesson learned was concerning 
online participation. Just having a single participant sitting at an off-site location who was not 
able to communicate clearly with the others created frustration in the other participants, and 
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not only limited the social interaction with him but gave the other participants a negative 
attitude towards him. A lesson learned here is then that one has to be very careful with mixing 
physical and online participation in LAN events or at least try to create a framework in which 
online participants can communicate clearly with the participants. All in all however, as has 
been argued through the work of Goffman, online participation can severely hinder player’s 
ability to perform facework and can thus lead to less satisfactory outcomes.  
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8. Appendix 
Appendix A - The initial concept 
The forthcoming of this project was in the beginning troubled by various setbacks and 
challenges. It was originally a one-man group, although with an external collaborators, a 
company that designs and organizes events and happenings around electronic games, “the 
Arcade”. The plan at that time were to create an event that could demonstrate to and show 
people outside the subculture of gaming, what and why gaming can be so attractive, engaging 
and seemingly almost addictive to some. The goal was not solemnly to produce more gamers or 
to make gaming more popular, but to make it easier for non-gamers to understand and 
resultantly interact with gamers. 
 
What we had in mind were partners of gamers being frustrated because they feel the games 
consume so much time and energy for their partner and feel ignored. Hopefully an 
understanding of the gaming partners motivations could facilitate a better communication or 
solution. Or child psychologist that does not fully grasp growing up being surrounded and 
immersed in games, and how it is not necessarily a bad thing. And of course and better 
understanding and information of the motivation of gaming can help out in cases where gaming 
because addictive or otherwise problematic. Various circumstances stagnated the progress of the 
project and a few different arrangements with external co-operators fell to the ground resulting 
in very little actual progress. 
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Appendix B - The NABC method 
 
The NABC method was developed in the USA by the Stanford Research Institute (www.sri.com). 
NABC is a method that helps present ideas in an easily accessible and helps develop and assess 
them. 
 
 
N stands for Need, and is an assessment of what the user/guest gets wants and needs to get, and 
why it is important for the consumer. It is who the target audience is and whether there are 
others who have identified the same needs. 
 
 
A stands for Approach. It is a description of the idea, concept and/or solution and how this 
approach meets the needs as defined above. How this approach is different than other 
approaches, what makes it unique. Approach is also how the concept will be developed, planned 
and how it will be introduced to the market or consumers. 
 
 
B stands for Benefit, which is the positive outcome of this approach. Both what the consumer or 
guest gains but also how the company or project itself profits, and how partners and interest 
groups benefit from this approach. 
 
 
C stands for competition. How does this approach differ from existing and competing products? 
What are the advantages and disadvantages, and what kind of challenges needs to be overcome? 
Who are already dealing with the need and what is hindering the competition in doing the same 
as you? 
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Appendix C - Application of sponsorship 
 
Til rette vedkommende 
  
Torsdag d. 5 december afholdes det første ”Winter is coming! Play games!”-arrangement i 
ungdomskulturhuset Kraftwerket, som ligger i Valby – et samarbejde mellem en projektgruppe 
fra Performance Design på RUC og Game-promotion virksomheden The Arcade. 
  
Arrangementet er et Gamer-event, hvor vi tager udfordringerne og underholdningen ved 
elektroniske spil og kombinerer dem med socialt samspil, konkurrence og rollespil. Målet er 
ikke at promovere et bestemt spil, men at samle et socialt fællesskab omkring fælles interesser, 
og starte en kultur om et tilbagevendende socialt arrangement. Det er non-profit, hvor 
akkumulerede ressourcer overføres til næste event. 
  
Lokalerne har på Kraftwerket plads til de 20-30 mennesker der deltager ved det første 
arrangement. Vokser eventen sig større end 30 mennesker er der tænkt alternative lokaler, som 
i første omgang bliver Valby Kulturhus, der kan rumme op til 100-150 mennesker. Lokalet vil 
blive indrettet med diverse gimmicks og tematisk interiør. 
  
Hele aftenen bliver filmet og klippet sammen til en promotion-video for eventen, med henblik 
på at sprede opmærksomheden og tiltrække flere folk til kommende events. Denne vil blive 
udarbejdet i samarbejde med professionelle promoterer. 
  
Vi har lokalerne, computerne, promoterne og konferencieren; og selve eventen er allerede 
finansieret. Projektet er også støttet af Roskilde Universitet og vores Studienævn. 
  
Vi kontakter jer fordi vi gerne vil udbygge oplevelsen. Hvis vi kan tilbyde drikkevarer/mad, vil vi 
kunne skabe goodwill, og praktisk holde folk til eventen hele aftenen. Samtidig frigør det nogle 
resurser for os, så vi kan gøre arrangementerne endnu bedre. 
  
Det som vi har brug for fra jer er: 
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Drikkevarer til vores 30 deltagere, ikke-alkoholisk og gerne forskellige varianter. 
  
Der vil være en lang række konkurrencer og en kåring af aftenens vinder, hvortil det kunne være 
fedt med både drikkevarer og/eller merchandise som præmier. 
  
Hvis i har nogle nyheder i gerne vil promovere, tager vi også gerne imod disse. 
  
Vi stræber efter at flest mulig elementer indgår naturligt i eventens tema. Eksempelvis har vi 
forestillet os at drikkevarer kan præsenteres i to beholdere, en rød drik og en blå drik, så det 
forekommer som henholdsvis Liv og Mana (meget klar reference som gamer). Det kunne både 
være drikkevarer der har farverne originalt, ellers blander vi op. 
Et eksempel kan ses her: 
http://i2.wp.com/www.geeksaresexy.net/wp-
content/uploads/2013/11/party.jpg?resize=500%2C539 
  
  
  
Det får du/I ud af at sponsere os: 
  
● Direkte eksponering til minimum 20-30 mennesker, der knytter jeres produkt til et fedt 
event der skaber en masse positive oplevelser. På sigt vil denne gruppe vokse op til 30-
100 mennesker per arrangement. 
  
● Så vidt muligt forsøger vi også at få knyttet alle eventens elementer til temaet, så det 
indgår naturligt i eventen; fx drikkevarer som vi ”forklæder” som 'mana'/livs-beholdere 
og lignende. Vi sikrer selvfølgelig at produktets logo eller brand også fremgår tydeligt evt. 
på facebook, eventens hjemmeside etc.. 
  
● Benævnelse i promotion-videoen, der udover deltagerne og deres venner, også går ud til 
et forhåbentligt langt større publikum. Vi er interesserede i at mange kender til og 
benytter sig af vores arrangementer. 
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● Mulighed for at støtte et kulturprojekt i samarbejde med ungdomskulturhuset 
Kraftwerket og Roskilde Universitet, med henblik på at styrke unges brug af København 
og dets kulturfaciliteter. 
  
  
Hvis i er interesserede og/eller har nogen spørgsmål må i endeligt skrive eller ringe. 
  
Med venlig hilsen, 
  
Nikolaj Diamant Knudsen                                                             Julian Wittenburg Kolbe 
Mail: Diamant@Ruc.dk                                                                  Mail: Jwk@Ruc.dk 
Mobil: +45 22467055                                                                    Mobil: +45 28714960 
  
”Winter is Coming! Play Games!” – Arrangement i samarbejde med The Arcade, Kraftwerket 
og Performance Design på Roskilde universitet.  
Appendix D - Letter from Sponsor (Carlsberg) 
Hej Nikolaj og Julian. 
  
Beklager mit sene svar retur. 
Det lyder som et rigtig spændende og gennemarbejdet projekt. 
Normalt har denne type begivenheder interesse og havde været oplagt til brands som Burn og Coca-Cola 
Zero. 
Men som tingene forholder sig pt. så er alle sponsormidler brugt for i år og jeg kan derfor ikke 
støtte/sponsere jeres arrangement. 
Beklager. 
  
I er naturligvis velkomne til at kontakt mig/Carlsberg i fremtiden. 
  
Med venlig hilsen / Kind regards 
  
Thomas Lycek 
Area Manager, On-trade øst 
Tel +45 3327 1000   Mobil 2075 2307 
thomas.lycek@carlsberg.dk 
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Carlsberg Danmark A/S 
Vesterfælledvej 6   1799 København V   Denmark 
Tel +45 3327 3327   Fax +45 3327 4711 
www.carlsbergdanmark.dk 
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Appendix E - Pictures 
Picture 1 
 
 
The room before - 1 
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The room before - 2 
 
The room before - 3 
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The room before - 4 
  
 
The room before - 5 
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The room after - 1 
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The room after - 2 
 
The room after - 3 
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The room after - 4 
 
The room after - 5 
 
The event - 1 
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The event - 2 
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The event - 3 
 
The event - 4 
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The event - 5 
 
Appendix F - Interviews 
Interview 1 (I1) – Kasper Brandt 
02:00 opsat lys – det er prepet til at vi skal gøre det – ikke bare tilfældigt 
fedt at der var plads – ro omkring det 
 
”Der er opsat lys, og det var en fed ting, at man kommer ind i et rum der rent faktisk er 
'preppet' til det man skal lave, at det ikke bare er et lokale med en masse borde, hvor 
tingene bare er skrabet til én side. Fedt at se, at der var plads til at man kunne være der 
med sin computer.” 
 
”Eventet var ikke så stort hvilket gav god plads og ro på”  
 
 
03:00 Diablo 2 
opkoblingsproblemer 
problemer med gamet i sig selv – ikke den bedste løsning 
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”Det var en alternativ måde vi opkoblede på, der nogle der ikke kunne logge på samtidig og 
der var problemer med opstart i lan. Jeg havde problemer med at vælge den class jeg gerne 
ville ha', fordi der var 2 andre der spillede den class jeg gerne ville have.” 
 
04:00 
 
”Der knap så variende grader af folk der havde spillet det før. Der var 7 der havde spillet 
det til ukendelighed, og så var der én der ikke havde.” 
 
 
04:30 
7 der havde prøvet det, og 1 der ikke havde. Meget guiding til nybegynderen: 
 
”Vedkommende blev meget guidet igennem af de andre.” 
 
 
05:10 – 07.40 
Fordi der ikke var tid, så rushede folk bare – kunne have været fedt hvis vi tog os tid, og tog 
den mere med ro. Mere teamplay, og mere samarbejde. Konflikt mellem forskellige 
spillestile, og ingen overordnede mål. Generelt kunne der godt være mere styring. 
 
”Grundet der ikke var så meget tid til at spille det, så var der mange der følte sig nødsaget 
til at sige 'så rusher vi bare'” 
 
”Der mangler generelt noget mere teamplay” 
 
”Det var en kylling uden hoved. Det var meget vi gør alle de ting vi nu kan bare ikke 
sammen.” 
 
”Det ville være så oplagt at sætte sorceren til at være en eller anden support enhed.” 
 
”Der kunne godt være lidt mere styring på.” 
 
 
 
 
08:00 – LOL 
 
League of Legends er lavet til at man kan arbejde sammen. Men manglede nogle klare 
rammer for spillet. Især for de nye. Der var stor forskel i niveauet mellem spillerne, og det 
respeterede alle de bedre ikke. 
 
”Nu er League of Legends lavet til at man skal arbejde sammen som et hold” 
 
”Der sidder et helt lokale med folk som allerede er oppe i det der level 30, og sådan set er 
ranked players. Så der var meget stor forskel på niveauerne.” 
Semesterprojekt  Performance Design Bachelormodul 20. december 2013 
61 of 64 
 
”Det gjorde så, at der var nogen der ikke kunne finde ud af at styre det.” 
 
”Hvilket betød mig og Amanda bare var mål.” 
 
09:50 – 10’ende spiller + 15.50 
tiende spiller kørte over online – var ikke en del af stemningen – spillede meget præget af 
det. 
+ 
lidt akavet at havde den tiende spiller med da det mere var at spille socialt end konkurence 
 
”Vi var jo ni på det tidspunkt som spillede LOL og det vil sige, at den 10. spiller var én som 
kørte online”  
 
”Han var ligesom ikke en del af den stemning som der var, så derfor spillede han som et 
arrogant røvhul.” 
 
10:40 – bedre stemning pga. Samarbejde 
der var mere teamplay i lol. Kunen godt være mere struktureret så man sidder med dem 
man spiller med, og kan snakke strategi. Kunne også  
 
”Jo helt sikkert, der var generelt mere teamplay i LOL.”  
 
”Det kunne sagtens have været mere boostet ved at sige, vi tager nogle predefinerede hold 
og sætter man sig i de hold i nærheden af hinanden.” 
 
12:11 – hvad kan gøres bedre 
Udover stormen 
Hvis man skal køre forskellige spil, så have en masse spil forberedt. 
 
”Hvis der er man skal køre mange forskellige ting, så skal man have flere spil forberedt.” 
 
13.00 - Worms 
Party-play kunne have gjort en masse for stemningen. Kunne booste det sociale. Trække 
folk lidt væk fra at de bare sidder ved deres computer. 
”Før alle kom var der en der satte et worms game op. Der var stemningen bare i gang. Bare 
fordi det er så direkte.” 
 
14:00 
Præget af at det var en facebook event og at man kendte de fleste. 
 
”Det var inviteret ud fra et facebook event hvor man inviterer sine venner. Altså jeg kendte 
jo alle undtagen to.” 
 
15:00 
Mennesker var med til at piske en stemning op, især i forhold til League of Legends. 
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”Generelt blev der pisket en stemning op, især under League of Legends … ved at råbe af 
hinanden, på den fede måde.” 
 
”det var også en af de ting jeg synes var akavet ved at have en tiende mand med som ikke 
var der, fordi det var den stemning. 
 
16:30 – det gode 
Fed stemning med lyset og opsætningen  (ærgerligt med astmatikeren ift. røgmaskine) 
”Jeg kunne virkelig godt lide stemningen. Ikke bare fra de mennesker der var, men generelt 
ved at sidde i det meget lysdæmpede lokale med lyset og så videre … fucking nedern at vi 
havde en astmatiker med, for der skulle være mere røg [red. Der var opstillet en 
røgmaskine].” 
 
17:00-ish 
det var et fint niveau ift. Mad og drikke etc. 
 
 
 
Interview 2 (I2) – Daniel S. Thomsen 
Interview med Daniel 
  
02:50 – Lys gav effekt 
”Jeg lagde meget hurtigt mærke til lyset. Det var jo meget .. ohh.. en af de der dejlige elementer 
når man har sådan et lidt formørket lokale så ofte lyseffekter … dem ser man hurtigt. Det gav 
noget effekt.” 
  
03:30 – lys 
”det var bare stadig fedt at der var noget på væggen i stedet det her [red. en hvid væg].” 
  
03:06 – lys kunne være brugt ift. Hold opdeling 
”Det er næsten lige før at hvis vi endelig havde opdelt grupperne i hold, så skulle hver side af 
lokalet være sin farve.” 
  
04:50 – den 10’ende mandag 
”Det var lidt irriterende at alt kommunikation til ham gik igennem en ven. Specielt når vennen 
var på modstanderens hold.” 
  
05:18 – Ghosting 
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”Kan man se på en anden persons skærm, så er der mange der ikke kan lade være.” 
  
06:00 – afbalancering af holdene 
”Det var random. Der var nogen der kunne, der var nogen der var helt nye der fangede spillet 
skide hurtigt … og så var der nogen der ikke havde så stor interesse.” 
  
  
06:30 – Casual LAN-event 
”Det var et casual LAN-party, ville jeg sige, altså stille og roligt.” 
  
06:40 – Lokation 
”godt nok er stedet her, det er rigtigt godt, hvis det er fordi man kan få det for en god aftale [red. 
Det er gratis at låne lokalerne] … men hvis planen er at det skal være større, så skal der også 
mere plads til.” 
  
07:50 – el og netkabler - positivt 
”Der var lagt stikdåser ud nok til alle. Der var også lagt nogle netkabler ud til dem der skulle 
connecte til hardlinen” 
  
08:00 – forbedringspotentiale - internetforbindelse 
”Apropos ting der kunne forbedres; connection [Red.  Internetforbindelsen]. Da vi først blev den 
der gode 10 stykker, så begyndte det at lagge [Red. Forsinkelse/forstyrelse af spilforbindelsen] 
som en i helvede.” 
  
08:50 – hvad gir et LAN-event 
”jeg har altid foretrækket at spille i selskab. Mest er det det sociale, kommunikative i det, i noget 
så nørdet og så enspænderagtigt som pc-gaming, for den sags skyld konsol-gaming. Der er 
meget det der med at man sidder derhjemme. Man kan godt snakke med folk over nettet, men 
det er bare ikke det samme som at kunne gå hen til en og sige ”You Fucked Up”.” 
  
10:40 
”Jeg ser jo frem til næste gang. Vi gør det større, vi gør det bedre.” 
  
Interview 3 (I3) – Allan Petersen 
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Interview med Allan Petersen 
  
0:24 – Hyggeligt og roligt og uden pres. 
”Det var mega godt bare at kunne sætte sig ned og hygge. Ikke de store krav til hvad man 
skulle have med. Fedt der ikke var så meget pres på og man skulle melde sig til alt muligt. Det 
var bare et godt sted at komme.” 
  
1:00 - location 
”Det er meget hyggeligt at være her på kraftwerket fordi det er et meget hjemligt sted. Der er 
sofa. Der er borde og stole som man kender det. Stedet har jo været her i lang tid, jeg har vært 
fald været her i lang tid.” 
  
1:10 – location 
”Det var brugt pænt. Der var gjort rent og der var god lysstemning.” 
  
1:35 – forbedringspotentiale 
”Internettet var ikke hurtigt nok, og vi havde alle sammen bærbare. Det var ikke LAN som jeg 
kender det, men det var stadigt et hyggeligt LAN. 
  
1:45 – Spille sammen 
”Jeg var mere interesseret  i at spille Minecraft, og League of Legends, for det kunne min Mac 
trække. Det var der det blev bedst tror jeg, fordi vi begyndte at spille noget spil sammen.” 
  
1:55 – manglede fællesmad 
”der manglede måske noget fællesmad for lige at gøre den følelse færdig så man følte det var 
hjemligt. Der manglede den der ”vi tager alle sammen ud for at hente pizza”. Det gjorde vi så 
bagefter, men det var ikke alle sammen med på vognen, det var bare noget der sådan skete.” 
  
2:18 – føltes hjemligt og hyggeligt. 
”Det føltes rigtigt hjemligt. Sådan hjemme hos vennerne. Så det var ret nice. Jeg havde ikke de 
store forventninger, jeg vidste hvad jeg gik med til, og det var lige præcis det, så det var dejligt.” 
  
  
 
